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1- Slide 1
Hello, my name is Jullia, and today I'll be presenting my independent project proposal, titled:  The Beyond human virtual fashion show.`


2- Slide 2


I intend to create a virtual fashion show within a sci-fi context. Fashion is often used to draw attention to political debates, push boundaries and even discuss that which is difficult to do in words. What kind of themes or challenging ideas might they explore in the future? In a world where body modification is the norm, could the human form become undesirable? 
	That is the premise of my Beyond Human campaign. I want to present characters that inspire discussion. leaving the question of whether camping is satire up to the viewer.


3- Slide 3

The end product of this project will be 1 to 2 minute long artistic video of a high fashion Runway, including least 3 rigged and textured characters of varying design. I will be focusing on perfecting 3 different walk cycles. Though a simple animation, I want to present a feeling of personality and show an understanding of detail within my work.
Character and clothing design will be an important aspect of this project and I will be doing my research accordingly. I will pull from a range of sources, such as online videos, reports, magazines, artist portfolios and so on.
By creating a weekly plan, I was able to realistically allocate based on what was achievable within the given time. It also helped decide what was relevant as well as what I wanted to focus my efforts on. For example, through making this series of goals, I came to releases how important the staging of these characters would be and pushed me to research various methods of lighting early. It also made me decide against finalizing my 3 character designs and rather, focus of presenting my overall idea as a whole.
As the project went on, I would update the document weekly with. Noting if a goal had been completed or if it had to be moved up. This helped me stay on track and resulted in a more organized approach.

4- Slide 4


From the beginning, I had a specific aesthetics in mind and got to work creating a series of pinboards.
	I noted down some ideas that I felt could relate to the “beyond human” campaign, without losing that high fashion feel I was going for. I avoided anything too horror related, monstrous or creature-like, wanting something more subtle.
Dethatched limbs exposed mechanical parts or bones and slightly human features became a recurring topic. Followed by intentionally fake looking edits and impossibly shiny metallic clothes. Consistency is an important part of my project. I want each character to fit under the same core theme, I ended up developing a huge interest in the cyber core aesthetic.

5- Slide 5 Cyber Core Edits
Cyber Core I what I consider the core theme of this project.
[bookmark: _Int_B7fJ6zRC][bookmark: _Int_l6lx5SPf]cyber core - a type of fashion that both futuristic and nostalgic. It intentionally replicates the appearance of digital editing, heavily influenced by the old webs mid 90s internet aesthetic.
	 Highly reflective metal, fabricated textures and fake looking editing really makes this genera what it is. I think it attribute well to my idea of the beyond human. With the recurring themes of fakeness, inorganic shapes, and plastic paired with that fun playfulness of y2k fashion, it’s a fantastically confusing middle ground. You can’t decide if its creepy or fashionable.

6- Slide 6 -  10 Early concept Art

[bookmark: _Int_wuS7Ra1d]Here I started to create some sketch pages, exploring various character and clothing designs
	The first is based around the word “prefect” , Largely inspired by Hannah Rose Dalton. A internet creative known for her Instagram “Fecal Meter” create back in 2016. Her brand explores gender nonconformity, alien, uncanny humanoid-like prosthetics and finding beauty in the weird. I wanted to replicate that sort of feeling in my design. 
	For this particular one her hair is braided forwards and blends into her shoulders, her body is enterally smooth skin-like plastic with all traces of human nudity covered over to create a doll-like form. The ‘outfit’ so to speak is under the skin, with inbuilt stiletto heels in the feet and raised patterns under the skin like across the body.

Here I experimented with removal of limbs and how that would affect the s silhouette. I was inspired buy Vicotria Modesta. An incredibly talented model, performance artist, creative director and song writer. I was particularly moved by her iconic “prototype” music video where she dances across ice, flaunting her disability and molding it into powerful art. Her prosthetic leg scrapes across the floor and smashes the ice on impact while she performs ballet suspended from wires, I wanted to create something with a similar feeling of power.
Though I worry this may be a challenge when it comes to rigging, using parent controls I believe its archivable. 

The next design was based around their horns. I was unsure about using horns, worried they would read as monstrous or creature like. So I decided they would be made of that shiny cybercore metal to push the design back in the fashion direction
Black tar oozes from the eyes and becomes a body con dress. I wanted the dress to look organic and alive, considering going as far as tracking a moving texture to the dress in aftereffects to make the top look like it's still liquid.

I keep each design consistent, repeating the long sharp features such as nails and teeth as to not look too disjointed between the wildly different designs.

7- Slide 11 Selfradges &co The New Order

Though I'm happy with the ideas so far, they weren't developed yet, I wanted to do more research into the fashion scene itself and found many virtual runways already exist. Especially during Corrona in 2022 many innovative ways of showcasing fashion were brought to fruition. 
The example ill be using is  Selfradges &co and their campaign, the new order.

A quote from cofounder and creative director of Didgi-Gals, Cat Taylor states that
“The campaign highlights the artistry found within each designer garment, The garments animate slowly through the scene, creating impossible fabric motions that mesmerize the viewer, stimulating a mix of feelings from tranquility to terror.”

Digi gal  is  a network and platform intended to aid woman and non-binary people to break into the industry with and opportunity to show their 3d design work. Through this program, Sufradge and co was able to realis their first ever digital campaign.  The names of each artists are listed below the video.

It was interesting to see what can be achieved in terms of fashion when completely unrestricted. New levels of emotion,  visuals and general creativity were brought to light. This inspired me to explore more unconventional forms of staging and environments

8- Slide 12 -13 Fortishe

Fortishe is a perfect example of the unconventional. Now a part of riot games, Fortiche is most well known for their work the animated series, Arcane. Initially a group of 30 animators working on mainly marketing and music videos, they have since expanded to over 100 members.
Their work is identifiable by their use of heavy atmospheric smoke and haze with camera work that retrains that organic human or “filmed” feel. They also often use multimedia and hand paint textures as seen in the following examples. 
Both their 2D effects and painted textures have become a signature style of the company. This is something I'm a huge fan of and would like to incorporate in my work. I wanted this runway idea to have personality in itself, leading to this idea of using mixed media to achieve an interesting edited look, tying back to that theme of cyber-core
As seen here in a clip of Arcane, taken from the YouTube documentary “Arcane: Bridging the Rift | Part 1” we see Vander smoking a cigar. The hand drawn effect creates a stylized and more interesting visual. It adds an artistic touch that can easily be lost in the pursuit of realism.

9- Slide 14 2d effects

Here I took a sketch from earlier and tried out my own 2d smoke effects.


10- Slide 13 -14 Lights and stage; Rinna

Lights are an integral part of this project, I intend to use a lot of dramatic lighting and atmospheric effects utilizing both 3d piratical simulations in Bifrost and 2d Animation in aftereffects.
 Here are some primary photographs of Rinna Sawayaman performing in Cardiff. Her stage was fairly plain with a ring of 10 lights in the center that added so much energy to her performance. 
I attempted to recreate this stage in Maya using IES files and Photometric lights. I wasn’t happy with the idea, the effects I wanted weren't working so I returned to research.


11- l Slide 15 KDA’s Villan

This led me to the animated music video for KDA;s Villan. Due to time constraints, I won't be showing the video, however I have screenshotted section that I’d like to analyze.
The tone of the music video was dark, moody and suggestive. The actors body was constantly obscured by darkness and barriers of sheer material, light more frames her than illuminates her. Her face is never fully viable, only close-ups of her lips. This show -not-tell approach really brought her character to life and made her reveal all the more exciting. 
There a lot of attention to detail in the animation. For example when her lips open to sing, they stick together at the corners because of her lipstick, her feet also wobble on the gravel terrain.
Special effect were used in abundance, showing her metal nails sparking as she scratched the walls and rippling water simulations.
Picking apart the video and attempting to understand how they may have made it gave me a better understanding of what direction to take my own work. It also made me notice how much detail goes into something as simple as opening a mouth.
12- Lights

I followed a tutorial provided by Nabeel to practice some light test renders
Now that I had a better understanding of all the settings and their functions, I was able to achieve more interesting lighting effects that before. 


13- Slide 18 Anim Ref and Draw over

Here I’ve gathered a collection of animation references and compiled them into a short video.
Looking at  individual models and runways from The past 3 years I noticed a few main things. Most model walks are very powerful with intent behind their moments. When each foot lands it doe so with purpose and impact, The upper body can vary from stiff to an exaggerated shifting of the shoulders to show off the waist. Hips are often a huge focus and whether they the swing or lock in place with each step can change the tone of the walk. 

To get a better undersetting of how a model moves I chose a few of my favorites and broke down their walks into keys and passing poses.
Each model has their own style and signature walk. A lot of it can depend on their background. Niomi Cambel has a history of ballet before her modeling career. She has a fantastic understanding of her own body, generally elegant in her walk with flowing movements and loose arms.
Imaan Hammam has very dynamic arms, she swigs legs into a stomp, keeping her shoulders sharp. Her hips are stiff but snap into place with each step.
Bella Hadi Off White FW 2019
Has smooth but exaggerated hip movement. She sweeps the legs Infront with a wide step and stif shoulders

14- Walk 3D
Taking what I learned, I animated the Mary rig to replicate Imman Hammam’s Walk. The rig presented some issues.  The stretchy legs made the heel pose strange and the knees inverted often but I learned from the experienced regardless.

15- Proxy
I then moved onto a proxy model in blender of one of my earlier sketches. This gave me the opportunity to practice some modeling skills. Id like to use zbrush for future models as I found it’s a much more seamless process in comparison to blender and would help in time management.

16- Goals and Gant chart
 My next steps for this project  will be to bring together all my research and ideas and begin finalizing my ideas. Ill need to design, model, retopologies, rig and texture all 3 characters. 
One complete, I can work on the setting and finalizing the stage. I've complied a few tutorials to help me bring my vison to life. I intend to try out mesh lights and animating the lights themselves.
Then I can add the characters to the scene and run the animations in the environment, then start layering my 2d effects onto and color grade in aftereffects 
My biggest challenge will be the clothing. Ill need to conduct research into 3D clothes and how different materials will interact with physics as Id like the clothes to be animated. I also wanted to include smoke and maybe fire effects like that in the k/DA Villan music video.
I will be creating a gant chart to plan out all my work. I feel I’ve made a good start and I’m confident this is something I can achieve.

https://www.youtube.com/watch?v=0gLJlr_r3TE&list=PLVcSfnbrr-ebfYqxKxlAUThWZiG9XqBES&index=6
#RiggingInMaya | Part 2 | Fundamentals | Connections & Constraints
[image: ]
https://www.youtube.com/watch?v=Fzpc2RpagGE&list=PLVcSfnbrr-ebfYqxKxlAUThWZiG9XqBES&index=7
Blender Sculpting Tutorial: Full Advanced Creature Creation Workflow
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Lighting in Arnold for Maya | Lighting Tutorial
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